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GAME CONTROLS 


I HE MOV E& 


the Nintendo Controller works «s Follows: 
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LEFT 


^mi m:-m 


—1» BUTTON 
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SjTOJ SJTTQh 


A" nr "B" buiturl: 


II 


ne screen a‘ a t ime. 
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Sc-acts your nest destination. 


Up or-ri Down arrows: 




ourliKt 0 1 possible destinations 
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GAME CONTROLS (continued) 


GAME CONTROLS (continued) 


THE FIGHTING CONTROLS 

In th£ Slip, Tank, and Gaslle areatiH sequence 


THE FIGHTING CONTROLS (ctull'dl 


use the iollawlna key 


c 


In inc Ship, Tan<, and Castle arcane sequen 




l-T 


v-i 


■J 


M 


lu uLisiirnl fndy; 


CDHifol Ir'iti'y 


liltlys AntEon 


nonlrol 


Indy's Action 


-■ 


A billion 


Up arrow keypad and A tmltop 


P u no h/w h i p 


-I 


-I 


R 


-I 


I. 


runmnu 


select butlon 


L&fl.' Right arrow keypads 


Walk 

Jump left/right 


Jump 

Duck 

Low Pij nch/Whip 
Low Kick 

Haymaket i]Bir; Punch; 
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E button 
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LoffVight arrow keypads and A 


I-I ll|. 


Cl I 
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Double-Click Lefi/Riqht arre 


nun 


w keypads 


sr d release the arrow keypad 


Hewn arrow koypad and " E" bulion 
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quickly men inrim&diate'y 


I -■} 


□own arrew keypad and "A ,! MCdn 
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arrow 


□own. 
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Up arrow keypad and L, B’' button 
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GAME CONTROLS (continued) 


ADDITIONAL CONTROLS 


Pause 11 1 a game 


SELECT I ,'ii I Ion 


Ship Only 

Ladders 


ro no up am down ihe ladders, use 


mow keypads, 
you are on ihe ladcer, press ihe lel'l or right arrow 


m up h rid down 




To kick an opponent while 


Castle Only 

Doorways 

go through dears and move deeper into ihe castle. pres:; ihe uo 

arrow keypad. To move t*ack to the ironr oi Ihe castle, stand at the lop of a 
lairway ar.d press the down a rrow keypad, 
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THE MOVIES 


in Indiana Jones and me Last Crusade, you get to pick Ihe order n 

which you will play the arcane 

gama (see Understanding the Difficulty Levels) Between each arcade' 

puzzle 

able clues that will aid you ir your quest for the Maly Gra ; l At the end at each 
Moyle, a llstol destinations is shown. 


sequences. This is a very imnortan! pan ol the 


s ri transitional Movit?. hi ihe Movies, you a^egiyeii yalu 


To cooose your iiaxl dosnnation, use the Up and Down arrow keypads lo 
highlight the ditlerent options, When the destination you want is highlighter I. 
press Ilia SELECT button lo go there (For additional information, see the 

Game CorfrcIs section of This manual), 










THE ARCADE AND PUZZLE SEQUENCES 


UN PER STAND I MG THE DIFFICULTY LEVELS 


Each cl 1 ic arcade? games described below ohm be? played a: a number 
or different Diflmirlty . evels, Ths firs I game you play is sot to Laval 1. once 

you win a gar a, iho difficulty setting motes up Lc Level 2 


ie nest place 


If you qsg. Ihe dilfioutty setting rem 


a ( ns ai Level ' Vou can replay the 
go on to another one. Note; ihe only exception la this rule is 


same damn gr 


Venice, which con only be played one time. 


Because you can all nose ihe order In which 


yen p ay the sequenoes, yog 
en ihey arc at Iheir lowest difficulty 


can go to the more diHicult places 'irsl (wh 


level) and 


ate the ones you are best at for last. 


THE ARCADE AND PUZZLE SEQUENCES (cant'd) 


WHY DAD'S PIAHY IS SO IMPORTANT 


IF you lose any sequence (except Ihe shipj prim to going to the Temple 
your father's diary is taken from you (Fpsing on ihe Sh p ends iho pamo). 

£ is over. 


after having oat the diary, the gam 


to pel Lie diary back, go to Berlin and complete Ihe molorayc.e se¬ 
quence. You can loss and retrceva ihe diary an unlimited number oi tirnc 
duiing ths game. II you lose the Rodin sequence, the diary is tahen from yog 
again, no mailer how many tim&s yub lose Berlin, ihe game is never over. 
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THE ARCADE AND PUZZLE SEQUENCES (court 1 d> 


THE CROSS OF CORONADO 

Your 


tha ship 


0 
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THE ARCADE AND PUZZLE SEQUENCES (cont'd) 


THE CROSS OF CORONADO (cant'd! 


Several sailors h&'oro you roach the Captain, who 


you ?ieeii la defeat before 


carries ihe Cross w th h m. The number m sapors 


yau maet the Capiasn depends on the Difficj ly Leva at which you play the 


equancs, he counter in the upper right earner ol the screen shows ate 

number of sailors you must daleat before the Captain will appear. Once inis 


C! 


-J 


counter reaches 00 and s 


Note Even when the counter readies OD. you may still 


him to got lho Croi 


IT- 


Iprs to cel Ic chs Captain. Reaching 00 means that he 
will come out of his cabin, f yea am standing in front of his door. 


i in hi a few sal 


Tire tTra.il icons nem to your l.jfe Foice oar indicate the number of ivss 


you havo loft, not including Ilia one you are currently on. You lose one ymil 


icon a vary time lire Lile Force bar reaches *ero, Watch out on the ladders 
ihough; sometimes the sailors can kick Indy nghl off the si i p. H ihis hap¬ 
pens. I 


ndy loses ;h lire 


PFm TIP: Watch cut norths elusive "ohosl cl Coronado, You can t see him, hut 




you d better fight mini 
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THE ARCADE AND PUZZLE SEQUENCES (cont'd) 


THE CATACOMBS OF VENICE 

Your non I is to tcassernbie IKo scattered pieces of Ihft Grail 

carving before th? flumes destroy I l>C in. 







THE ARCADE AND PUZZLE SE 


i (cont'd) 




THE CATACOMBS OF VENICE {cont'd 


To piece the Grail puzzle together: 

Move Indy's hand with ihc arrow keypads tn select thin piece 


you want Lo move. 


Press She "A or “li button lo slide Hie puzzm pieces 


Press the SELECT bullon to exit the catacombs before 
me lira al ihe botiom of me screen reaches Indy, 


When you eavo Venice, you will have a drawing o the Grail that 
displays the c huh?, you on meetly planed before exiling Ihe catacombs. 


II you don't jump out in time, lha tire will enter the cavern 


picture ot ihe Gra?l w-l! be losl lorevcr 
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you have left. no 
icon 

aTiounl of time la expiate Ihe cancle srd 1 rid ycur o^id 
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indud ng the one you' are currently on. You loco one Grail 
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your Lire Forca bar reaches zero 


. Yuli have an unlimited 















THE ARCADE AND PUZZLE SEQUENCES (cont rt) 


THE DESERT OF I5KENDERJN 


(i s time lo defeat the enemy soldiers 


iiiid qul .Warms nut ot the tank. 










THE DESERT OF ISKENDERUN (cant'd) 


he Grail icons naxl lo 


gur Lile Faros Bar indicate lie ilumber o' lives 


■J 


r 


you have left, nol including your current Life Force. You lose ore life (one 


g-ail icon; every lime your Li Is : orco Bar reaches xaro. In addition, you 


should know that fighting on the treads is very dangerous, Anytime indy is 
knocked down on the ireads, lie will tall oil (he tank. Indv always loses a life 


ground, but his LMe Force stays the 


same. 


The lank moving along the bottom cf ihe screen is the timer. When the 

tank reaches the cliff 
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THE ARCADE AND PUZZLE SEQUENCES (contU) 


THE RCAn TO BERLIN 

Having rstrievtitl Ills diary from Gsrl|ii ? makn your sscapE*. Avoid 
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THE ARCADE AND PUZZLE SEQUENCES (rant’d) 
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Td drive IncJy s motorcycle; 


Press Ihc LEFT end RIG I IT arre vi keypads la slaor. 
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arrow 


01 
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- Press the R ouBton to use your whip 


e enemy ny bumping aim off the reed or us ng your whip. You can 
also ump on them with the motorcycle. 


□ 


The Grail icons ndicaio the number of lives yau have left, not including l ie 
one ypg an* currently on, You sre given s oifforerl number of iivoo. depend 
mg op the Difficulty Level. 
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THE ARCADE AND PUZZLE SEQUENCES (cont'd) 


FINALLY! THE LOST TEMPLE I 

Ycm've faced many dangers to reach this point. Now you must 

face llio ancfenl challenges set forth for those who 

would possess the Holy GralJ. 
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FINALLY! THE LOST TEMPLE! [eonE B d} 

Only I cl the fdot^iaps nf <3r>d 5 h g 11 you proceed 

Use the a now keypads id follow the palh ol loiter 
go- T"re ans fgfse 

back lha way you come Spelling JEHOVAH backwards as yc.. go. 


■- 


IP 
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SpG Sing JEHOVAH as you 

Inai^D Will 1 dead -ertds. If you P nd younseli on one a: these, 90 
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■ 




Only in Ihe leap from Ihe lion's head will he prove Ills worth. 

Select Ihe correct symbol to -■.alk Iro n. The diary provides ynu wi:h rhia inform^- 


lb 


8-1 


hon; M you dWl haw Ihe Diary, you can gu 


esa. LJae Ihe Up arrow keypad CO jump 


acoss [Ho ehtisn. 


I S' 


Yon must choose wisely 
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Use the 2 


irrew keypads :u move from Gra 11c; Grail. Press the A or 13 bultuh 
wnen the Grail you want in h ghllghlod. II you COmpteL&d Ihe picture in Venice, yt>.j 
w I rnoyir Ihe Jppeamnca af the one irue Gra: ; □ 1 her.'rtise you h.jsI nuo 

D “ * ' I_■ * j | “ 1 . •_* |"J I ^ " ° " U II ■ f< L 1 “ ■ ! ■ _fij J ■■ " 

baking al the picture frtinn nolo- Ihe lolfowing Feature 


. When 

- die handles. Ihe lip 
: Shape Of Ihtt cup, "lie shape nf Ihe a:em r and ihe slzG u' the ba.ee. 
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HINTS AND TIPS 


Comnadn 


Th& caplaln i£ 91 hi£ back ftF th^ ^h:p on the top de-ck 
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s 1 


rt 


!LSIl-r, 
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port and m no tonqer available. 
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■ if yc-Li lose lhe ship sequence, lhe same is a var. 


ThE* Caiacomhs of Venice 
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wuy to l."tu buSLdm. 

YOU Ciin only $0 to Van ce once; c?r -== much ihlormalian as you can . 
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YOU IMG in Vuuicu i ,: you fail to ash in Nit 


and ;ira burned in VYi fir-e 
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lung lb* puzzle doesn'1 mean you J ailcc. The C )iary is onl 
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lakar I you "ail to exir before Ihe Homes n&ach lhe eavorr- 
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^0 WHY DAD'S DIAflY IS SO IMPORTANT. 




Castro Brunwn d 


: Wall. Sene w rsvsal sonror possaacs 
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■Jaap and 3 floors hig . You can 

e.rn et by I ho markers On tha fronl o J toe walkway 
and by lhe shield on £he wall (Mpn foy-ol ha 
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The Desert of isktn Jeruo 


ump Kick is nose oflacritfe 
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Hu will coma aul or lhe front kpreL 
H cl rhe rank, once you'vO d&fi^led Ira enemy 


ib cres 


-■ 


■ 


J in ;"i L'HLr 


I: 


rmc i 















COMPLIANCE WITH FCC REGULATIONS 


I>i|e eqU’Smanl pararalea Olid LIEt^ -.idu IrI ij“ r ii: y’ mi■*.:r:j>■ r11 p: i il rOI iiiiMulaul ;ir-:l umikJ 

prrpery.ihaM&.in slrktaLcoruarce^lLJi Ihe-maruraGtijre^&InBlrLCIlDiia, may-G&jea 
iniprifcrcinc&to i aHi q ri nd hnI rvL g kin racsplla 

ThQ lilrt^B Ilii’M Cl;"i£.n f! i:nrip:ihng dcuicG :n atX!P“d&nGO Mjilhlhg EpKdtulknE in Slhpprl. Jgl 

Pen 15 or FCC FlLil&fi, wHet'i £-u -::<!!;inin^rd to- 1 pKiviriu rijiimriablo pr:^! , rti::ri :in::in:;I; Jgph 

r>:i ::m; 3 IlM Mi 
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. n IhE equipment dba 
gn "cccp:^n, when canbedelem - ned byniilrnIheequlpmanl oil ard an, tfieuaerle 

Ijl Ihe foli™nprrosaLro3; 
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:;'i - y B lit-: ij:;:; - :■! ii:-.ilil ^"-riiniM ihu-dMlororan 
Laciirlcjanror; LIJ U ■; I-^ r I ^ IJ ;_q j ■:'!I :11 i !:. TliuUSiir rr.'iy liir:: I h i ] to 11 p-#, 1 ngbP!?kk:l 
prapar&U-by 1l>i Federal Conw*Jrir£iLlt£rtft lX :rllrll i i ft □ n I1 it-' pT l 1 1: "Haw Id Ir^inlily rqnri 

Reaova Medlo-TV lnledenan£ePrcblsnifl.. , Thi£ bookletiaauaiab'a Ironift&U.E-. 
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TAITO AMERICA CORP., LIMITED WARRANTY 


l-ito Ai-nofca Ccrp ■ 


^□r-enr.^. id ii.»:: flngnaJ purchase- d II is liilo product vi 

niiMarrn^ and ^rKmanahip idt a 

pufcWs* Tl isTaiio o p oducns add "Bars", wihuix (ikiphe 
lailniE n^liadlE rcr &Jly 'CfiiSG :>■ iti : . 

agrees r cr a perm*] ol rii-si -y i>'i;» days to amor repair o' rapla 

tii:_> 


q r; tv I uy.\ 

fren Iha cane oi 
ir n;f 71 - 3 d warranty if ary kind, and 
:inc resuming from toaiifie-ddiifi preili.ci. Tnio 

e. ;i i i:-;::^ii ii'i Ft w tii di^ po, In I =: 
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NM'.JnE fil I ALL BE BINDING ON OROELIUATETAITO./, 


NY !MPI TO WARRAW i ItLi AHF’L CA- 

AMTAEJUTY AND 

OH A JVflTCLILA.R PURPOSE. ARE LIMITED IO THE NINETY 0CI) DAV PERIOD 

N HAL 

ViACfiEU HESU1 TING FPOP/ PQSBESSlON. USE Oil Mft. FI INOTIOM 


B r TO THIS SOFTWARE HHUDUCT INCI LJDlNO v/A 
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A. WARNING 


WITH FRONT 
REAR PROJECTION TV & 


E o r 


I,-' 
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Do not use a fror^t of Fear projection television ivith youi 
Ninlendo Enloitainanent SyslerrT ("-IMES''li and NE5 games. 
Your projection television screen may he permanently 
damaged if video games wilh stationary scents of patterns 
are played on y&ur profeclion television, Similar damage may 
occur it you place a video game on hold or pause. If you use 
your projection television with NES primes, Nintendo will not 
he liable For any damage.. This situation 1$ not Oanscd by a 
deFeet in Ifie PIES or MES c[.iimoa; other fixed or repetitive 

!(■; ■/ b ‘■KSw > ■ ■ ■- ■■ 

images may cause similar damage to o projection television. 
Please ecnlacl your TV mimulaeturerfar iurther Information, 




i 




■\ 




* 


A 


1:1:5 











